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HITMAN: 
ABSOLUTION. 


Agent 47 returns to put the underworld back in order! 
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The first few months of any year used to be a 
time when no publisher would release their 
heavy hitters, yet in 2012 that trend has well and 
truly passed. With Mass Effect 3 just around the 
corner and Reckoning already lighting up the 
charts, it seems every month of the year is 
chock-a-block with top quality games. This 
month we put some of the biggest releases on 
the radar through their paces, but we also take 
stock of a few past hits and have a relaxing chat 
with Arrowhead Game Studios about last year’s 
most surprising success story, Magicka. Best of 
all, we discover the first 
must-play indie hit of the 
year and it's something truly 
unique. Enjoy the issue! 


Andy Griffiths, Editor 
pcqzine@gamerzines.com 
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Extensive review! 


Every game’s just a click away! 


War of the Roses 


Napoleon's Campaigns 

Hitman Absolution 
Hard Reset Extended Ed 

Dear Esther 
Sanctum Collection 
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Publisher: Codemasters 


Developer: . , iy : D 
Codemasters Southam : > What's the story? 


Heritage: DiRT and _ Wi = =a " Despite being a very acc 
GRID series a ee ty OY : | Ce missing from DIRT 3. It 
Link: www.codemasters. i 
com/uk/dirtshowdown/pc 
ETA: 25th May 
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There are other modes which offer something completely 
different to the carnage offered by demolition derbies. 


Rampage reminded us 
1 of Reflection’s fantastic 
Destruction Derby series. 


Al drivers will bully you around the 
track, so don’t be afraid to give 
them a taste of their own medicine. 
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All weapons degrade over time and when 
your primary falls into disrepair there's 


alwaysa stubby dagger to use as a backup. War of the Rose } 


Publisher: Medieval Warfare 


Paradox Interactive 


Developer: Fatshark Yh What's the story? 
Heritage: Lead and Gold: Some games are created out of nec 
Gangs of the Wild West love — War of the Roses is undo 
Link: wwwparadoxplaza. recruited some impressive 
com/games/war-of-the-roses Van Dyke and Mount & Blade's 
ETA: Summer 2012 ; a fast-paced PGonly m 
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featured, 
they 


There will be hundreds 
War of the Roses already looks of different armour 


See. ©) beautiful - even in pre-Alpha. components available 
eee: a. ae at launch, with more 
ae. ales eS to follow via DLC. 
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Publisher: 
Paradox Interactive 
Developer: Paradox France 
Heritage: Napoleon's 
Campaigns, Pride of Nations 
Link: www,paradoxplaza. 
com/games/napoleons- 
campaigns-ii 
ETA: Winter 2012 


Napoleon's 
Campaigns Il 


Standing up for the | 
What's the story? 


Ageod, now known as Parad 
strategy game, only they 


Before any combat a battle screen kicks 
in which allows players to select which 
unit they want on which of three flanks. 


és NCIlis as much about unit 
management as it is diplomacy. 


Each nation has a slightly different 
victory condition, but they're all best 
summed up as ‘beat everyone else. 
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Hard Reset Extended Edition 
available to order now 


amazZzonco 
SI 


Please enter the day, 
month and year in the Date 
of Birth fields below: 


D> pn Bw 


Previews 


2qGZine.. 


More golden nuggets of 
gaming glory to come 


e e 
Rayman Origins 
Developer: Ubisoft Montpellier | ETA: March 


Ubisoft has finally listened to the 
litany of fan requests and granted 
Rayman Origins a release on PC. 
Why should you care? Because 
frankly it’s the best side-scrolling 
platformer to be released in 
years, and as long as the port 
doesn't get screwed up (cough, 
DRM), we should be able to 
enjoy the fantastic art style and 


great gameplay unabated. 
SPRING 
6 
Port Royale 3 
MARCH 
e 
Resident Evil: © 
FEBRUARY Operation Tom Clancy's 
Raccoon City Ghost Recon: 
@ Future Soldier 
3) Mass Effect 3 
Syndicate e 
Ridge Racer: ® 
ON The Unbounded Sniper 
Elite V2 
Darkness 2 


THE 
RADAR 
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Test Drive: Ferrari 


Developer: Slightly Mad Studios | ETA: 2012 


This month we saw the first shots of the TD: 


Ferrari in action and it looks as though SMS 
are looking to emulate every aspect of the 
egendary car manufacturer. Historic and 
modern F1 racing chassis will feature 


onza. For the record there will also be 


Prototype 2 


Developer: Radical Entertainment | ETA: auth July. 
Yes, we know the original was a dirty 


console port, but we can't help but get 


excited about Prototype 2. It tickles our 
anarchy buttons in a way few other 
chises can boast, So imaginé our 


alongside ‘classic’ versions of Silverstone and 


modern content, but who cares about that? 


Alan Wake 


Developer: Remedy | ETA: February 


After floundering as an Xbox 360 
exclusive, Alan Wake will head to 
PC's via Steam this month. Remedy’s 
publishing the title themselves and 
they'll include all the DLC for no 
extra cost as a thank you to fans 
who've had to wait for so long. 
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Interview 


Publisher: 


Paradox Interactive 
Developer: Arrowhead 
Game Studios 


Link: www.magicka 


ee We discuss the startling success of the downloadable hit 


Magicka’s visuals weren't ever going to blow anyone 


Magicka with the game's charismatic creators away, but its dynamic spell system and astute humour 


soon enabled it to attract a massive following. 


ust over 12 months ago we were crew say the same thing. They went 
J introduced to a little-known into the studio and did their thing, and 
student project called Magicka, they couldn't really understand it until 
which was being demoed by two they went to conventions and heard 
unassuming developers named Emil people talking about their show. 
Nii Englund and Johan Pilstedt. Their debut = Johan Pilstedt, Arrowhead CEO: 
project left a lasting impression thanks A way to grasp how many people have 

to its amazing dynamic spellcasting played Magicka is that there's pretty 

Johan Pilstedt is both mechanic and its humorous spin onthe — much the same amount of people in 

ArrowheadGame Studios’ staunchly traditional fantasy genre. the city of Stockholm. That many 

CEO and Game Director. He Fast forward to today and Magicka, people have bought our game! 

also likes aliens morethan —- With its supporting DLC packs, has 

any dev we've ever met! accumulated over five million sales, with — Last year when we talked to you Arrowhead Game Studio's founders 
Arrowhead Game Studios now thrust guys on the eve of Magicka’s itapped aut of Soertion aypnler te 
: Baus aa follow a career in games development. 
into the limelight as Paradox Interactive's release, you guys were strangely 
star developer. It’s been one hell of a apprehensive. Was that due to 
year for the dynamic duo, so we crunch or what? 
decided to catch up with both Emiland _EE: It wasn’t the best time of our lives! 
Johan at a recent publisher showcase to. —- JP: At that point we had been working 


find out the story behind their success on the game for three years, one of 
i and what they're up to next... which was prototyping and the other 
Bs two were just crunch all the time. 
Emil Englundis Arrowhead © The past 12 months must have Missing impossible deadlines all the 


Game Studios’ Vice President been a whirlwind for you guys with __ time. It did things to us that no man 
aswellasbeinganall-round =~ Wiagicka’s success. You've become —_ should experience! 


likeable fella. aname so quickly. 
All the initial previews were really 
Emil Englund, Arrowhead VP: This positive, and even the preview 
last year has been both strange and build was very stable, yet when 
really great to just experience different | youreleased the game into the 
things. | can’t grasp the success of wilderness suddenly everything 


Magicka really. | heard The Simpsons just broke. What happened? > 
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) i If you've been to any game conventions lately you'll 
/ | have definitely seen quite a few of these around. 


> Interview continued 


EE: It was network play. 
JP: And the preview build was pretty 
much a mirage. There was a lot of smoke 
and mirrors that covered things that were 
broken. We knew about this and it was so 
antagonising when we realised that we 
were fully incapable of completing this 
game on time - we just had to patch it up 
as much as possible. 
There were several boss fights tha 
werent even completely designed, as we 
had to address issues such as the game 
occasionally crashing when you switched 


ot 


levels in multiplayer and we couldn't figure 


out why. It was horrible. That's why we felt 
ashamed every time we showed it to the 
press because they were really excited 
about it and they understood what we 
were trying to do. 
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EE: It was a love/hate relationship 
because we wanted to make the game 
all it could be, which is why we patched it 
every day for two weeks after release. 
And also there were pros and cons, as 
patching things every day makes sure 


you can't test things properly so we broke 


things. We had to do that, we were 
obligated as we told people, “Look at this! 
Magicka is going to be awesome,” and 
we gave people this pile of broken stuff. 
We couldn't live with that. 


There's been a steady stream of 
downloadable content since 
Magicka launched. You guys have 
been pumping it out, but at the 
same time it has been good, 
especially Vietnam. It’s just a really 
good success story for Swedish 


game development and the industry 


Contact Us 


STAG 
sll 


Tell a friend 


b 


y, 


he) 


M16s and prisoners of war were a far cry from 
Magicka’s campaign, but the expansion did 
incredibly well, selling over 500,000 copies. 


as a whole to be honest. 

JP: | wrote an extensive post-mortem on 
Gamasutra about it, so if anybody reads it 
they should get the reality behind game 
development. It’s called Vlad The Impaler, 
without the Impaling - it’s just a story of 
pain and mise 
EE: There's also the good stuff though. 
We never doubted we did the right thing 
by dropping out of school and starting 
the company, because even though we 
might just drive this thing into the 
ground we would at least have tried and 
learnt so much. And we've gotten to 
know so many great people, so we're 
going to survive, we're going to make it 
anyhow. There's never been any question 
about our passion for making games. 

JP: DLC is usually the tool of the 
corporate machine, but it's probably 
the most ingenious tool there is. It 


=< 
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FROM THE WANERS OF WALL ACTUALLY. IT'S THER PRST GAME 


TDacicka 


_ VIETNAM 


. 


Riffing off Bad Company 2, 
even in just promotional terms, 
came across as very ballsy. 


enables developers to fix bugs, to 
enhance the game and not be at a 
loss when you're doing it. | want to fix 
games which are broken when 
released. | want to patch and balance 
things, but if you aren't part of the 
corporate world, you're always going 
to be at a loss when you fix things. 
Sure it makes people who have 
already paid for the game happy, but 
still, you've already collected that pile 
of Tiberium... 


“We never 


doubted we did 
the right thing 
by dropping 


EE: You can't live on people's hopes out of school 
and dreams. DLC enables us to do e 

more content. It can be a shorter and starting 
development time for the original wv 
release, but that never excuses a the company 


broken game. | just want to emphasise 
that, because we never would want a 
launch like Magicka again, but we can 
have a shorter development period > 
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> Interview continued 


and create as much content over a 
longer time. 

JP: We can lower the price and get a 
return on investment sooner. If we're 
making a game that has a total value 
of $20, we could just make a shorter 
game for $9.99 and add that content 
in afterwards. If they like the game 
they can buy that stuff afterwards. 

If you look at how PC games were 
patched in days of yore - Quake 2 for 
example. They added a new 
Deathmatch level here and there, and 
we still want to do that because it’s fair 
to add new content to the game for 
free, but that's basically impossible for a 
small company. If you don't have an 
income one month to support five 
employees the economy of the 
company goes into the ground, so you 
still have to balance that. You can do 
that with DLC. If we release one DLC 
and it makes up two people's monthly 
salary it will enable two people to work 
on free stuff. 


So what are the plans for 
Arrowhead Studios down the 
line? Obviously you have The 
Other Side of the Coin expansion. 
JP: We're passing the torch when it 
comes to DLC to another company. 
They're making The Other Side of the 


two years ago. It's really nice to see 
how they think and what they do. The 
only difference is that they have a good 
producer so they deliver on time! 


So you’re working on the difficult 
second album already! 

JP: Sort of, yeah. We're actually making 
two difficult aloums, and it is a 
challenge, but | still have so much 
confidence in our ideas that I'm not 
fearful. It doesn’t have to sell as well as 
Magicka at all, it has to be appreciated 
by the guys and girls who buy it and 
actually like it - that’s all that matters. 


“We're actually 
making two 
difficult albums, 
and itisa 
challenge” 


It’s always a great thing when 

you have a closely knit team 
which is really small and agile. 

Are Arrowhead going to stay 
together and make more games 

in the future? 

EE: As | see it we're going to make 
more games together in the future. 
You can't really know anything for sure, 
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Mansion, so it’s n 
same game but i 


t's still going to 


expand on the core principles. 


EE: It doesn't rea 
next generation 


The essence is sti 
we don't need to 
the elemen 


Just take 


them, put some 


make them feel more alive. 


JP: 


Now we have established a world 
we can play around and make a better 


ot going to bet 


y have to look li 
agicka graphics-wise. 
| the spell system, so 
add more elements. 
ts we have, refine 
twists on them and 


® \\\VIGATE =| Cover| Contents| Previews| Interview | Reviews| Subscribe \15 


Playing Magicka with friendly fire on is all part of the 
comedic co-op chaos the game has become known for. 


Coin and all coming DLCs for Magicka. 
We want to work on other projects, but 
we're still heavily involved with how 
they handle the franchise. It's nice to be 
able to give that opportunity to a 
group of people who are how we were 


but we're not letting go of the Magicka 
IP either. We haven't worked on that for 
the last time, we've just passed the 
torch with the DLC work. 

JP: | really think that Magicka 2 will be 
as Day of the Tentacle was to Maniac 


game because we don't have to 
reinvent the wheel. 


Magicka is available from all good 
digital distributors and probably 
some rubbish ones as well. 
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° HANDS-ON ( f o |: with a surprising feeling of we'll get to have an adventure with Understandably, the vast majority 
sadness that we came away Commander Shepard. Let's get the —_ of this preview will wander joyfully 
nl from playing Mass Effect 3's tissues ready and continue... into spoiler territory so if you don't 
i opening act last month. It wasn't Of course, we can't say with any —- want to have anything ruined 

due to the increasing trend of kind of authority that what seems come release day, we recommend 

va BioWare's two doctors being trotted like humanity's last stand coincides — you skip forward a few pages. We 

7 | out by Electronic Arts to sellany old — with the demise of Shepard after could focus on the shoot-shoot, 


nonsense (Command & Conquer only sampling the first hour and talk-talk gameplay, but honestly this 
Generals anyone?), or the fact that a half of the campaign, but we is the same kind of Mass Effect you 
the galaxy is well and truly boned can say everything we played was — experienced in the previous game — 
when faced with the unstoppable relentlessly bleak, and punctuated — only with added grenades. 

threat of an army of Reapers. Nope, _ with the sort of neat character- The campaign kicks off right 

it's more to do with the impending — driven moments that has made this — where Mass Effect 2's ‘Arrival’ DLC 
realisation that this is the last time series so beloved. left off, with Shepard imprisoned > 


het 3 3\ 


The night is darkest before the dawn 


3) Print 


> Close Issue 


age ly Search Issue / 


AeGZine.- 


Previews 52 


IsA4 4 hhlhllll lil 


Publisher: Electronic Arts 
Developer: BioWare 
Heritage: Dragon Age, 
Mass Effect series 
Link: www.masseffect.com 
ETA: 9th March 
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> Mass Effect 3 continued 


by the Alliance military on Earth, 
with the Reapers closing in to tear 
the blue and green planet a new 
one. As humanity looses contact 
with any neighbours beyond 

the nearest interstellar relay, high 
command twigs that something 
may be wrong and Anderson is 
let off his leash to go free Shepard 
and meet the incoming danger. 


handles like a tank when runni 


ng 
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at full speed and the challenge 
of tackling a gaggle of foes is still 
instantly more satisfying when 
you directly select the position 
of squad members and use their 
myriad of different special attacks to 
punish the Al — Singularity remains 
particularly powerful. There were a 
few new elements chucked in, like 


expand 


ed skil 


trees which offer two 


different power en 


hancements at 


This sequence was simi 


artoan 


E3 demo we were shown last 


year, only this time we n 


neta 


resolutely pissed off Ashley rather 
than Kaiden - depending on ‘the’ 


decision made way bac 


in the first 


every junction rather than just one, 
and gun benches for you to swap 
out components, but generally 
these additions seemed minor. 


“The rifts of the 


James Vega isn’t as annoying 
J as you'd expect, he’s just a 


game — and ubermarine James 
Vega, voiced by Freddy Prinze Jr. 
Everyone's assumption that JV was 
just going to be a straightforward 
Marine seemed on the money to 
us, although like ME2’s Jacob, he's 
likeable and always up for a fight. 
There's still the ability to plot the 
decisions you made in the previous 
games via the character creator to 
determine your Shepard's history 
if you've lost track of an old save, 
and there's still the same visual 
customisation options flanked by 
an identifier code, so you can easily 
download other creations. 
Combat felt very similar to 
the previous game, with the 
same cover-based gunplay and 
dumb enemies. We fought both 
synthesised husks and Cerberus 
soldiers, but the action still felt 
largely the same. Shepard still 


bone-headed Marine. 


past bubbled 
just underneath 


the surface...” 


Undoubtedly the highlight of 
the preview session was steering 
conversations with returning 
characters (like Ashley and Liara 
T’Soni) in any direction we saw fit. 
The rifts of the past bubbled just 
underneath the surface, but due to 
the pressing need to get off Earth, 
meet up with the council and chase 
up dormant Prothean tech which 
has been lost on Mars, there wasn't 
enough time for reconciliation. 

Sections sampled were linear, 
but as this was the opening act, 
we suspect the game opens up 
greatly later on, with Shepard able 
to explore various systems on 


Combat may look nicer, but for 
the most part it feels the same. 
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> Mass Effect 3 continued 


a player's whim — although the 
rampaging Reapers may rule out 
some systems. Our time on the red 
planet ended with a brief‘discussior’ 
with the Illusive Man who is once 
again using questionable means to 
get ahead in a time of crisis - we 
won't say more than that, but rest 
assured he's as dastardly as ever. 
BioWare and EA are trying to 
paint the picture that Mass Effect 
If Tali doesn’t reveal her face in 3 Is the most accessible ony un 
Petiteetneire ce series to date, and with the 
BioWare Edmonton to complain! streamlined shooting mechanics 
and apocalyptic atmosphere, we 
can certainly understand why. Yet 
: eee =none of that marketing hyperbole 
- ~ os , is ~* is why we're excited, instead what 
SE : wll a , Ya mm were really salivating over is closure. 
5 We desperately want to find out 
4 ; what happens to Wrex, Mordin, 
Tali et al, and Mass Effect 3 is set 
to make the most of that. Best 
of all, BioWare has no qualms in 
killing off mass sways of planetary 
se : populations, even children aren't 
Lee Stem) fe Se gee spared, so all bets are assuredly off. that when the dust settles we 
; Shepard's last adventure is set won't feel short-changed either by 
we ont, G> : a : = to pull no punches, reuniting every — an unsatisfying conclusion or one 
Te ey =| major character in a campaign character's self-sacrifice. Knowing 
; mB whichis as foreboding as it’s BioWare, the latter scenario is more 
ea ee exciting. That's something every likely, and frankly we're chomping 
a = : | gamer should be excited about at the bit to find out more. March 
— : "ees | and we have our fingers crossed cannot come soon enough. @ 


LESS IS MORE 


A few new mechanics to shift up gameplay 


Deviating Weapon Multiplayer 
skill trees benches 


Rather than just ploughing your skill points into the tree and choosing a specialisation 
at the end, BioWare has added binary choices to every step, allowing players to further 
differentiate their skills by selecting increased damage, quicker cooldown times and 

the ability to increase a power’s area of effect. 
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Set to bea masterclass i insci-fi aaa 
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— DEMOED 
dpe Oa HITM AN AB SOLUTION 


Heritage: Hitman series, 


Kane & Lynch i 
Linkchip:iimnen Flawless execution 
ETA: 2012 
gent 47 may be the one with a It's the perfect opening then, setting dialogue option with minimal execution, including the series’ 
Ae: inked into his crown, up the story for an oddly human 47 to consequence, Absolution isa game that __ traditional syringes and Silverballers, as 
but it's ex-handler Diana who dig out the reasons behind her killing- can be played remarkably differently well as new household objects-cum- 
has a price on her head. Opening witha — aman who evidently shoots first and depending on each person's play style. deadly weapons. Use a robot toy to 
showdown usually reserved for the asks questions later. For much of Stealth, the focus in previous Hitman distract the attention of a passing guard, 
PREVIEW 7 e) climactic end-game, Hitman Absolution, 47 will be going Bourne, games, is merely a slice of what 47's for example, or use it to smack him over 
FEEDBACK! Absolution’s first few minutes are visiting locations across the US, capable of in Absolution. Instead, it’s the head with. 
Click here to enough to tug on the heartstrings of questioning those responsible and action that has been placed at the Stealth hasn't been forgotten, 
tellus what even the series most hardnosed fan. 47's _—_ unravelling the conspiracy behind forefront of 47's new adventure, and if though. There are Silent Assassin ranks 
you think accepted his toughest contract yet; he Diana's bounty It's a linear adventure, youre the kind of guy who gets a quick that are waiting in the wings for budding 
of Hitman must kill Diana Burnwood, and it's up to. ~— but what's going on in the player's head thrill out of blasting the brains out of hitmen to achieve too (see Three Ways 
Absolution you to pull it off before embarking ona can dictate much of how Absolution every hired goon going, Absolution To Play Hitman Absolution’), and it’s 
personal tale of corruption, revenge and _ pans out. Where so many games could be the perfect game for you. arguably the area where IO's remarkable 
murder following her death. interpret player choice as a simple There are plenty of toys here at 47's audio tech really comes into its own. 


Hitman tip: Never trust a priest. 


Agent 47 still has 
problems choosing the 
‘right’ work colleagues. 
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Previews 2% —— 
> Absolution contin eine HOW TO PLAY HITMAN 


HITMAN: ee ae Three ways to differentiate your experience 


cinematography, lO’s audio is key to 

setting the ambience in 47's latest 

outing, as it feeds on a player's fear. The 

orchestral score (itself weaved directly 

into the Al to react to the player and his 

surroundings) creates a convincing air of 

suspense as you line up for your next \" 

kill. Or it helps fuel adrenaline, raising the cee (Ig Taking cover and staying 
tempo as you blast through the game — > "| inthe shadows still proves 
using the new Red Dead Redemption ; extremely important. 
‘Dead Eye'-style Point Shooting targeting 

system (complete with visually striking level intros/outros) to create an than Blood Money. The planning and 
camera swoops and slow motion), experience far more in line with modern — executing part of the franchise's 


an undeniably cool tool that’s totally day story-driven expectations. gameplay seems to have almost The The 

guaranteed to get hearts pumping. Of course, that sounds nothing like disappeared entirely (an understandably Gunslinger Badass 
Whichever way you choose to play, the mission-based structure found in controversial decision from |O), the 

though, |O’s emphasis has certainly previous Hitmans, and indeed, it isn’t. mini-sandboxes replaced by linear 

been on creating a compelling Absolution — at this stage at least - paths and the need to memorise enemy 

experience, using an overarching story,a appears to be a noticeable departure patrol routes in order to slip by Silent Assassin's back, and you'll have to know the levels like the back of your hand if 

‘proper’ antagonist, and seamless level __for 47,a game that shares far more in unnoticed. There's a new gameplay you have any hope of achieving it. Kill nobody, remain concealed and never let your 


checkpointing (rather than noticeable common with Splinter Cell Conviction mechanic to go along with it, of course EERO UbL OI IC ME) INEST ERS IES 


— ‘Instinct’, a new feature that lets players 
TSG § spot the glowing outlines of enemies 
with dark humour. behind walls or around corners. Just 
m= what the doctor ordered. Or not. Nonetheless, it’s looking increasingly 
There's certainly an argument here difficult to dispute the fact that 47's 
that purists won't appreciate the next mission looks nothing short of 
changes made to Hitman's setup — hell, astonishing, and a thrill-ride that’s well 
until we see a straight Silent Assassin worth signing up for. There will definitely 
playthrough, we won't be entirely be blood on the walls, but we won't 
convinced that some of lO's decisions know for a few months yet whether 
were for the best ourselves. it's for all the right reasons. @ 


HOW COMPLETE? FIRST IMPRESSIONS? 
| 0 85%) 


A contract worth signing up for 


HITMAN 
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R HANDS-ON 


HARD RESET: 


Publisher: Kalypso Media 


“cx” EXTENDED EDITION 


WG The first of the five levels feels claustrophobic, 
ETA 30th Marth Substantially more bang for your cyber buck! burt thaaklly Itepens up very qulckty 
f you like cyberpunk and have a first-person shooter then you're in luck, — Bazoar, searching the ruins of an out of — honestly this tiny morsel of plot is just 
pes: for fast-paced old-school as the repackaged Extended Edition commission weapons factory. The there to facilitate some truly excellent 
shooters, the likelihood is you've adds some really fantastic content to whys and wherefores of why you've FPS gameplay. 
already heard of Hard Reset. The latest — the campaign. Crucially the five newly — wandered into this facility - which is During the first of the new levels 
PREVIEW 7 C) endeavour from the creators of the added levels, which boost the running riddled with Al-controlled menaces — players are met with the same kind of 
FEEDBACK! similarly bizarre yet awesome Painkiller time from five hours to seven, slot in isn't terribly important, instead you claustrophobic combat which marked 
Click here to was tragically overlooked when it hit seamlessly to the middle of the plot, must blast through these five the original campaign, but after finding 
tellus what Steam last year. This was in part due to —_ explaining some more of the back aesthetically varied levels with only their way outside skirmishes finally get 
ou think of that fact that it came out a matter of story associated with the man versus some brief written dialogue to offer the breathing room they so abundantly 
Hard Reset weeks before Battlefield 3, but mainly = machine conflict. some sorely needed content. need, allowing experimentation with 
Extended due to a criminally short campaign. Once again youre in the role of the There's a backstory associated with Hard Reset's vast array of weaponry, 
Edition If that glaring flaw was the only ever-silent Major Fletcher, placed on the robotic enemy crafting a new again contained within two 
reason you missed out on this beautiful — the outskirts of the last human city of — technologically advanced unit, but spectacularly versatile transforming > 
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The Smartgun is still our 
attachment of choice. 
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1ff,444/474772777 TESF 2008/ MO SSM There's very little spoken dialogue, 
— —— instead every plot development is 
— SSS delivered via text. 

FACILITY ORDER NO. 1299878-P 
IK CASE OF ENERKY KITKCK: 

1. DEFEND THE FACILITY WITH ALL AVAILABLE RESOURCES. 

2. IN CASE OF PERIMETER BREACH, DESTROY THE FACILITY 

INFRASTRUCTURE. 

3. PERFORM EVACUATION OF THE WHOLE PERSONELL, BOTH 

MILITARY AND CIVILIAN PERSONELL. 

4.WHILE PERFORMING ORDERS AND 3 00 NOT ENGAGE NEMY 


HARD ((@)) RESET 


~ETEED ETTIOH 


( CHIEF SECURITY OFFICER: CPT. BERNARD HIGGINS 
“~ —_——— Se 


types, which range from pincer critters 
> Hard Reset continued which snap at your ankles to flying 
guns. Switching between the rocket police cruises, and to top it off there's 
launcher and railgun instantaneously also a 20-foot boss whose primary 
is still as satisfying as before but the design feature is an air-sucking jet 
new air-orientated enemies and engine. Yep it's Hard Reset alright! Hard Reset a much more varied and in —_ expansion will be available from Steam 
bull-like charging mechs allows the The industrial environments offer turn a better all-round experience. via DLC. Obviously this isn’t ideal for 
central strafe-and-gun formula to feel enough of a palate cleanse to It is a crying shame that Flying fans, after all they've shown their 
significantly less one-dimensional. differentiate the campaign's standard Wild Hogs’ debut didn't make the support already, but there’s an 
n total there are four new enemy sci-fi urban setting, and all in all make impression that it should have last year, argument that Flying Wild Hog would 
but this new retail edition should give — have perhaps moved onto another 
Hard Reset is constantly throwing varied enemy clusters at the fast-paced first-person shooter the —_ project if Kalypso Media hadn't shown 
you. Towards the end of the DLC levels it gets incredibly hectic. attention it well and truly deserves.So _ the faith in bringing the shooter to 
Z this new content is great for newbies bricks and mortar retailers. 
who have a fetish for boxed games, but Regardless, if you've yet to discover 
what about us suckers that bought the —_ Hard Reset's apocalyptic sci-fi appeal, 
game digitally last year? the Extended Edition marks a perfect 
Well the Overseer levels will be opportunity to jump on board, and if 
exclusive to the physically boxed copies you've done so already, keep an eye 
of Hard Reset: Extended Edition, but out for the new content heading your 
after this new set has launched the way in a matter of months. 
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Just the slice of action this shooter needed! 
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Publisher: 
Paradox Interactive 
Developer: 


Radioactive Software 
Heritage: N/A 
Link: www.paradoxplaza. 
com/games/gettysburg- 
armored-warfare 
ETA: March 


PREVIEW 
FEEDBACK! 
Click here to 
tellus what 
you think of 
Gettysburg: 
Armored 
Warfare 


«) 
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& DEMOED 


GETTYSBURG: 
ARMORED WARFARE 


The American Civil War, but not as we know it 


die games, 


hen it comes to in 
they don't get any more 
ambitious than Gettysburg. 


This RTS/shooter hybrid n 


ot only looks 


and feels different from any other 


multiplayer-only experien 


ce out there, 


but for the most part it’s 


the sole 


achievement of one man, Radioactive 
Software's President/Lead Programmer/ 


Artist Danny Green. 
Once a free-to-play tit 
budget-priced Steam-on 


enowa 
y release, 


Gettysburg places players in the middle 


of an alternative American Civi 
orth and South forces 
uturistic tech. 

Blimps, APCs, tanks, boats, artillery 
come over 


where both the 
have gotten access to 


£, 


and mini-guns have a 


War 


wholesale supporting the traditional 


muskets and cavalry on two maps 
ometres in size. 


which are dozens of ki 


The game is split into two game 


massive battles an a Total 
scale, only for both mode 
death 
it’s how many bases your 
control in order to collect 


War-esque 
s it isn't the 


tally which marks the winner, 


forces can 
tickets. 


Rather than choosing which forces 


are on the battlefield duri 


ng combat, 


you select your army make-up 


(contingent to a selection 


cap) in the 


requisite builder, with dozens of 


line-ups able to be saved. 


It reminded 


us alittle bit of a card game, and 
further accentuates this game's 


strategic appeal. 


Needless to say, for wh 


at is 


effectively a one-man game, 
Gettysburg is extremely impressive, 
and now it has a proper orchestral 


score and map editor we 


can finally 


foresee it being a proper retail release, 
rather than just a shiny tech demo. 
To establish a new competitive 


modes: Skirmish (whic 
occupying a server an 
multiple units around 
(which involves up to 
occupying a server an 
of a unit one at a time). The result is 


h sees four players 
d marshalling 
and Deathmatch 
64 players 

d taking the helm 


online exper 
Team Fortres 


ence against the likes of 
s and Battlefield takes balls 


and a great deal of expertise, and it 


seems like th 


is game's creator has both. 


We look forward to hearing what you 


lot make of it 


next month. 
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Seeing tanks and blimps mix it up with 
musket soldiers and cavalry isn’t that 
one-sided — at least that’s what we're told. 


=» HOWCOMPLETE? FIRST IMPRESSIONS? 
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Technically impressive and hopefully a lot of fun 
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Publisher: Electronic Arts, 
38 Studios 
Developer: 

Big Huge Games 
Heritage: N/A 
Link: http://reckoning. 


Amalur: Reckoning 


A brand new fantasy world awaits 


arely amonth goes by when we 
B::: mention a new fantasy 

franchise emerging out of 
gaming's undergrowth. Yet in these 


There's still a gigantic world to explore, 
with Amalur split into two aesthetically 
diverse continents, and a choice 
between Rogue, Warrior and Mage 


amalur.co times dominated by Skyrim, World of archetypes but it’s the execution which 
RRP: £29.99 Warcraft and other pretenders, it's no sets Reckoning apart. 
OUT NOW longer enough to have a massive Visually it would be easy to dismiss 


System Requirements: 


fantasy world filled with various 
monsters and casual racism. Instead 
wannabe franchises need a hook, 


Reckoning as some kind of Fable clone, 
but there's a depth and believability to 
this universe which Lionhead’s franchise 
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Reckoning 
isn’t short of 


iconicimagery. 


226hcintel(ore 2Duo/ © Something to enable their game that’s has yet to offer. As you walk around 
2OGHZAMDAtnon64X2 Filed with Elves and Dwarves to stand each of the world’s dozen or so regions 
9000+ orequnalent ut among the crowd, and unlike most you'll see wildlife grazing, monsters like 
processor, TGDRAM, debuts, Reckoning has several aspects Boggarts chasing fireflies and wolves 
eur which put the stubbornly traditionally skulking around in packs. Obviously Any sort of contract 
ecaaoiinn fantasy genre in its place. these are just idle animations but they usually ends up in 


All of the functionality you'd expect 
of an openworld fantasy game is here. 


MENACING =~ = 3 
MENAGERIE . . :; 


give a resonance to exploration few 


RPGs can boast, especially when > 


considerable damage. 


\ Ai 

Introducing >; | yf = BP f {| 

Reckoning’s unique H ca. 

take on traditional BOGGART BANSHEAN SPRITE ETTIN 
Cute but not so cuddly. Arare monster which These flying pixie These brutes boast Dumb, angry and very _ 

monsters... ; ; , 
These forest dwellers are  canvomitupeggswhich creatures always travel massive steel hammers powerful. These fellas use There’ rarelvashortane 
fast and always have their contain minions to help in packs and only use and are rarely found tree trunks as makeshift of dialogue soto $ 
mates to back them up. in battle. Lovely. magic-based attacks. alone. Fight with caution. —_truncheons. : 
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The Bolgan are always ready 
for some Kratos cosplay. 
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> Reckoning continued 


supported by such an epic score. 

Combat also has a lot of impact, with 
the simple ‘click to attack’ formula 
replaced by button press-dependent 
special moves more akin to third-person 
fighting games. The input commands 
required are relatively simple, rarely 
involving more than a considered pause 
between button presses, but it’s 
welcome another layer of complexity 
added on top of a numbers-based 
combat system. Around every corner is 
a locked chest, from an enemy drop (or 
as a quest reward) you'll find hundreds 
of different armour and weapon types 
— most of which look as though they've 
been lifted right out of a comic book. 

McFarlane’s influence is plain to see 
here, with hammers to pulverise and 
giant slicing swords which are often as 
large as the person wielding them. Yet 
the absurdity of these weapons doesn't 
stand out as the monster, and world 


o 


design is filled just as much with 
character. It's this attention to detail 
which really brought out the loot lust 
in us, making this experience very 
addictive. It was hard to pull ourselves 
away, simply because we wanted to 
experiment with every bizarre weapon 
which found our way into our inventory. 
n most RPGs this sort of equipment 
switching requires constant respeccing 
but in Reckoning that problem is 
side-stepped by Fate Cards which allow 
players to shift their combat focus 
whenever they level. This doesn’t mean 
that you'll be able to transform from an 
ass-kicking Mage to a world-ending 
Warrior in one swift stroke, but you will 
be able to try out that spiky hammer. 
This versatile system is only possible 
by having a classless progression 
structure which allows players to choose 
abilities from the different skill trees: 
Finesse, Sorcery and Might. Inevitably 
you will specialise over time but it feels 
much more natural than choosing a 
class from the off. 
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So Reckoning’s combat is deep and 
exploration is enjoyable, but what about 
that other crucial component which 
every great RPG needs? Story. Most 
surprisingly this is where Reckoning's 
appeal began to unravel a bit, not in 
literal plot times but in implementation. 


Please enter the day, 


month and year in the Date 
of Birth fields below: 


> fins ify 


Sorcery (52) 
2) s 


| 


Tinesse (0) 4 


The premise itself is novel. Your 
character awakens as a participant in a 
radical experiment to resurrect people 
from the dead, only you have no 
memory of your past life and no 
pre-determined fate to govern your 
continued existence, thus granting you 
untold power and the helpful ability to 
turn the tide of Amalur's war between 


Toggle Full Screen 2-4 Previous Page 
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pm Micur (11) 


Sorcery 


Sorcery Bonuses: 

eSmall increase to 
Health 

eLarge increase to Mana 


The skill tree isn’t 
extravagant, but it’s 
easy to understand. 


> 


Next Page 


Se @) => DOWNLOAD OTHER MAGS (®) Contact Us ji Tella friend 5) | @® NAVIGATE =| Cover| Contents| Previews| Interview| Reviews| Subscribe \31 


“ / - PULSOMETER Signs of life 


‘The Chosen One’ by Switching from aMage “I'm the most powerful 
any other name toa Warrior with ease being in the universe” 


cs mare 


Somany dialogue Fate, immortality 
options, so little time and corrupt Elves... 


i 


y/ e e e e e 
| | ‘Reckoning is an imaginative 
> ! »? z There aren't many set-pieces in Amalur, but op enwor Id RP. G” 


when they're done, they're done very well. 


compared with the rest of the RPG's 
> Reckoning continued immortal future-seeing Elves and ‘dust rather than being pushed to the polished design really stands out. 
bound’ mortals, and you have all the forefront. There are some great themes In short, Reckoning is an imaginative 
the peace-loving races and the components of a compelling fantasy to be found here but you'll have to and at times beautiful openworld RPG 
regenerative Tuatha Deohn. Tiein some universe. The only problem is that the dig to find them. That isn’t to say the which boasts both accessibility and 
grand philosophical questions about most interesting elements of this fiction plethora of quests, offering over 200 depth. Some hardcore fantasy fans may 
fate, add in some tension between are filed away in lengthy dialogue trees — hours worth of gameplay, don't do their —_be put off by its sacrifices when it 
part to support the story, but we found —_ comes to story implementation, but 
after a dozen hours or so we began to as an introduction to the universe of 
skip key dialogue. Amalur it works very well and there's 
There are also lorestones scattered plenty of great questing to be had. This 
throughout the world, and you'll also new franchise has all the makings of 


come across the occasional notebook to —_ being a worthy rival to fantasy genre's 
pad proceedings out, but most players very best, and for a debut effort that's 
will find it hard to piece all the world’s no small feat at all. @ 
political intrigue together. No doubt this 
will be solved by the fan-wiki post 
aunch and a forthcoming MMO based 
in Amalur, but it’s hard to fight the 
e 
h 


feeling that Reckoning doesn’t make 
the most of its setting. 

The interface is also another issue. 
nventory management is fine, boasting 
a really useful junk compartment to @ DD 
enable easy selling, but everything else a Se 
ooks very clunky, which when 


Accessible yet deep 


Versatile and thrilling combat 
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“For the money you won't 
get a better slice of 


Dear E sther interactive storytelling” 


A genre-defining experience 


There's something not quite 
right about this island. 


saa says games on the whole are marooned sailor to his daughter Esther. It is worth noting that Dear Esther 
thechineseroom an getting better. Yet with the You can't jump, crouch or pick things up ~~ began life as a Source mod, and that 
ey a polished nature of most new releases yet merely walking around this strangely <oe explains why all of the content EASY ON THE EARS 
eritage: also comes a stubbornness to stick with — oppressive yet beautiful environment is can be savoured in just under two J : : 
Link: http://dear- established precedents. Like many other both compelling and creepy. Around hours. You'll want : play through it all A closer look at Dear Esther's audio design 
esther.com indie releases, Dear Esther flies in the every corner we expected something, again, just to experience the shivers and Seeing as there’s no NPCs to interact with, all of Dear 
RRP: £8.99 face of such cowardice and offers an to jump out at us, but instead we goosebumps associated with what is a Esther's plot is communicated entirely through audio — be 
OUT NOW interactive experience which is unlike witnessed a few messages scrolled ona very chilling yet vague story, but there is it narration or music. The score in particular is worth great 
any other. rock-face, a new diatribe read aloud and __little content here. That said, there's still acclaim, blending melancholic piano tunes with heart- 
We would call it a game, but the some exquisite music which added a great value proposition. Dear Esther wrenching strings. Jessica Curry’s music fills the gameplay 
truth is Dear Esther is less about playing — more resonance to our journey. reminds us of Portal in that way - small void brilliantly and proves just how important a good 
: around and more about walking, lots And what a journey it is! You'll hear but perfectly formed with economical soundtrack is when it comes to setting a mood. 
SUIS and lots of it, however to evaluate this some great fiction which poses more game design that allows players to focus 
RUE UAOAU — story-centric experience in such questions than it actually answers, and onthe minutest of details. 
PMI rudimentary terms does it a massive youll be transfixed by an expert For the money you won't get a better 
Shader model 20 disservice. As a silent protagonist you melding of brilliant sound design and Slice of interactive storytelling. Fiction 
orhigher wander an uninhabited island off the very deliberate storytelling. As a result fans will fall in love with Dear Esther and 
coast of the UK - think of the Isle of you're fenced into the route the game easily forgive it’s brief running time. A 
Wight only more deserted — as a wants you to take, but that’s the nature —_ remarkable experience. 


Publisher: thechineseroom T= a school of thought that narrator reads aloud letters penned by a —_ of having such attuned audio cues. 


Due to not having to worry about 
combat or Al, Dear Esther doesn’t 


need to budget memory to —- - 
anything else other than 5 
providing gorgeous scenery. ~~ A iG t 
Flawless presentation + 
=a mn = 
Seeing screenshots G) An incomplete story brilliantly told 
| re 


mate | doesn't really do en 
Pen] these scenes justice. uM 
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Sanctum Collection 


Ifyou want a job done right... 


Along and arduous route is best 
for eliminating enemy threats. 


ver the years many developers We missed its digital unveiling last two segments, works well and despite 
O:: tried to succinctly combine _ year, but thankfully Lace Mamba has the repetitive gameplay we rarely got 
Publisher: first-person shooter and realtime — snapped it up for retail release with a bored of taking out enemies ourselves UPGRADES 
ise Maribarelebal strategy tropes with middling to a myriad of goodies, including a fantastic as our turrets fought over the scraps. 


complete lack of success. The problem, soundtrack and every ounce of DLC, so Sanctum doesn't boast masses of You have to spend money to make money 
as we see it, is when you zoom down we thought we'd have a look. content, but what's here is polished and 
to the first-person perspective you lose There's no plot or campaign, instead — thoroughly rewarding, with each killed 
lidkemuuanciih track of what's happening on the rest of players are dropped down into the wave granting more funds to invest in 
gamecom the battlefield, and that the intense Sanctum’s 11 different arenas which your arsenal. Enemy design is varied, 
RRP: £19.99 personal nature of the FPS is completely require players to save a core from alien —_ the learning curve is constantly 
OUTNOW lost when you constantly need to zoom __ attack by diverting their paths, creating challenging and the music mixed with 
out to order your troops. Perhaps the turret formations and funnelling as the colourful visuals creates a very 
turn-based tower defence genre would — many of them into as small a killzone as serene experience. Gunplay does feel 
CUS be much more suited to this type of possible. The difference from traditional a tad bland and there aren't as many 
intel Core 2 Duo, AMD action strategy melding? Well, like most tower defence games is that all this weapons or turret types as we'd like, 
Athlon X2 or equivalent, of our good ideas, somebody else has building is done in the first-person, and but Sanctum’s novel approach shines 
Oca already done it. Sanctum is a former as soon as the action kicks off youcan _ through regardless. You'll get through 
CACC finalist of Epic's ‘Make Something Unreal’ use your own arsenal to thinout enemy — Sanctum in under 10 hours, but you 
256 Mb of VRAM competition and as you'd expect it’s numbers. The one-part shooting/two- —_ won't feel shortchanged on what is a 
rather good. part strategy formula, which is split into. very rewarding experience. 


Developer: 
Coffee Stain Studios 
Heritage: N/A 


At the end of every wave, players get given cash to use on 
upgrading their preselected weaponry and turrets. 
Gradually making your death arena even more terrifying is 
very gratifying and as you do the designs of both turrets 
and weapons will change drastically. All tech can be 
upgraded to level six, but you need to spend wisely. 


There's also two-four 
player co-op if you get 
bored with creating death 
mazes on your own. 


Enemies come from 
both land and air. 


—_ ————_ 
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news for gamers 
http://www.n4g.com/ 


News 4 Gamers is a news website written by _ platforms including PlayStation 3, Xbox 360, 
gamers for gamers. Each story is submitted — Wii, PC, DS, PSP and more. 


5 er i? % s 
by a member of the community and ranked When you read a story on N4G, you can ay . re 
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